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Cohorts 1 and 2 Outcomes

Cohort 1 included the schools that started in 2012. Cohort 2 included the schools

2012 2013 2014 that started in 2013. Both programs are in partnership with the International
Society for Technology in Education.
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Math scores rise for the second year at
the schools that have been surveyed
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*Source: ISTE research study on cohorts 1 and 2 outcomes, January 2014
**These are schools with similar demographics and with technology for students,
but without the professional development that VILS provides
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